
The goal of this thesis is to create a method for procedural content generation for the
Homeguard computer game. The thesis describes different methods for the creation of
embeddings for maps using their simulation and the resulting game playthrough tree. The
embeddings are used to predict the user’s preferences from user input. This prediction is
used for iterative guiding of map generation using a genetic algorithm. The procedure is
then tested on simulated user preferences and simulated input.


